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ABSTRACT:

I worked on a Visual C++ version of a multi-user

dungeon that has been adapted for use in the field of
archaeology.

This project will be used to assist intro

archaeology students in visiting an archaeological site.

The

program could also be adapted to other sites, as well as other
fields of study.

Depending on the level of the students, the

site and archaeological process used to examine the site can be
increased or decreased in detail and complexity to fit their
needs.

The design of the virtual site and what you can do there

is truly unlimited.
In refining this existing program by Peter Churchyard to the
specifications of Dr. Kolb, I have learned a lot about multi-user
dungeons, Visual C++, and windows programming.

We also began the

planning of a Java version of DIG to begin construction in the
fall.

The significance of this project is important to

archaeologists, students of archaeology, and those with no
interest in this field.

The possibilities of virtual worlds in

which many users can learn simultaneously are endless.

From

medicine to computer game design, nearly everyone can benefit
from virtual worlds.

As stated in my abstract, DIG is a virtual archaeological
world in which students can visit sites without ever leaving
their room.

This program was written primarily by Peter

Churchyard as a graphical MUD, or multi-user dungeon.

Dr.

Michael Kolb, an archaeology professor, has adapted this MUD for
use in his field.

I had the job of improving the program to make

it more user friendly, as well as making some general programming
improvements.
At the start of this project there were to be three
programmers working together.

So the first few weeks were spent

planning and designing the changes that we needed and/or wanted
to make.
left.

After this was completed, only Dr. Kolb and I were

Dr. Kolb and I then set our priorities and began to work

on the code.

With 1/3 as many programmers working now, we had to

limit our goals.

We decided the first thing we should do is get

the scenario and program prepared for the students to run in his
anthropology class.

This included improvements on the client

portion of the client/server combination of this program.
The hardest part of this project was to look at code written
by someone else that has no documentation and figure out what it
is trying to do.

I began looking at the client and working on

the login procedure, which was one of the major low points of the
existing program.

I made changes that allowed the students to be

able to simply put in their name and password to be able to log
in.

Before, there were several steps you had to follow in order

to get connected to the server.

Second, I worked on the client's

ability to send commands to the server.

With this capability, I

was able to set up buttons that could be pushed instead of having
the students type in the commonly used commands.

This is similar

to many programs you see such and word processors that use
buttons for double spacing, saving, and loading.

The major

accomplishment that I had with this project, was the creation of
a command line in which students could type their commands.
Previously, the user had to type in a window in which the output
was also being displayed.

This was a problem because quite often

when a user would start typing, the server would send them a
message and it would split what the user had typed into two
lines.

This tended to cause inexperienced users to forget what

they were typing.
For the last few weeks of the semester, we again began
working on what we really intended to do from the beginning,
writing new code.

With the addition of one more person, we

started to plan a new and improved version of DIG.
will be written in Java instead of Visual C++.

This time, it

Our planning

focused mainly on the format of the database which contains the
rooms, objects, people, and robots.

Also, we discussed the

addition of a room editor which would allow Dr. Kolb to build
virtual sites much faster than before.

The C++ version has an

internal language that is used to create people, rooms, and
objects, but this gives the creator no way of "seeing" what
he/she is doing.

The graphic based editor will allow creators to

view the rooms and their interconnections.
Through all of the complications and the slow start, I
believe that both Dr. Kolb and myself learned quite a lot about
Visual C++, windows programming, and MUDs.

I enjoyed working on

this project and as I said, it was definitely a learning
experience.

I thank Dr. Kolb for letting me work on this

project, and I hope that it was useful for his students.

